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Introduction 


This rulebook is divided into two sections. Section | will deal with the qualification 
stage. Section 2 will deal with the main event itself. 


1. Qualification stage 


The qualification stage is designed to determine the top 8 teams who will take part of the 
main event. It consists of a collab battle. 


1.1 Collab battle 


Each community registered will have to produce a collab. Each collab will then be 
published publicly simultaneously. The collabs will then be ranked and the communities 
of the top 8 collabs will advance to the main event. 


1.1.1 Collab specifications 


The collab should contain: 

1- 6-10 videos from 6-10 spinners (one video per spinner) from the community. 

2- Each video should have a minimum length of 10 seconds, maximum length 
of 25 seconds. 

3- The maximum length of the collab is 4 minutes, including the introduction 
and credits. 

4- The collab should be edited by someone from the same community. 

5- The collab should include an introduction and credits. 

6- You cannot alter the speed of the videos (speed up or slow down). 

7- The videos must be new material (not previously released). 


It is important to note that the spinners in the collab do not necessarily have to be the 
same spinners that will be in the team for the main event. 


1.1.2 Collab objective 


The collabs will be watched by pen spinners all around the world. Each community’s 
objective with the collab is to showcase its local talent and prove to the world that they 
have enough talent to deserve a spot in the main event. Each community needs to make a 
collab which will impress people and make the audience want to see them take part in the 
World Cup. 


The collab can be seen as an answer to the question “Why does your team deserve to 
participate in the World Cup?” 


The qualifications are comparable to cities making a presentation to convince the IOC 
that they are the best candidate for the next Olympics. 


1.2 Collab judging 


All the collabs are revealed publicly. Each community must then decide how they will 
rank collabs from the other communities. Suggested methods are public voting or 
forming a committee. 


Each community then needs to come up with an ordered ranking of the top 8 collabs, 
excluding their own. 


The collabs should be judged based on the objective above (1.1.2). While evaluating the 
collabs, the judges should ask the following questions: 


1- Which collab impressed me more? 
2- Who deserves a spot in the World Cup? 
3- Who has shown they have the necessary talent to form a team for the World Cup? 


The focus should be on the combos itself. Editing should be factor only to break a tie, if 
necessary. 


The rankings are collected from each community and published publicly. 


Each team then scores point for the rank on each list it appears. The points are distributed 
as follow: 


1* place 10 pts 


Summing points will produce the final rankings for the teams. The top 8 teams are 
qualified to the main event. 





1.3 Qualification schedule 


Communities will need to confirm their participation to the qualification event. The 
qualification should start in September or October. The deadline would late October- 
early November. The judging will take place in November. Final results can be 
expected late November-early December. 


The month of December can then be used to split ties if necessary and allow enough time 
for communities to prepare their teams. However, it is recommended that communities 
select their team even before the results of the qualifications are revealed if they need 
more time to make that decision. 


1.4 Ranking tiebreak 


In the (unlikely) event that there is a tie at the 8" position in the points total, a tiebreaking 
procedure will be improvised during the month of December involving the tied teams. 


2. Main event 


The main event is the World Cup itself, which take place in early 2010. This competition 
is played in teams, where each (qualified) community has one team to represent them. 
Teams oppose each other in battles. Battles consist of several matches, each match 
being 1vsl or 2vs2. Whoever wins the most matches is the winning team for the battle. 


2.1 Team roster 


Qualified communities must a roster before the World Cup starts. The roster consists of 6 
spinners and 1 manager. The roster is final and cannot be changed during the 
competition. 


2.1.1 Manager 


The manager is in charge of communicating with the organizers of the event. This 
includes S/he must be able to read and write English well. The manager can him/herself 
be a spinner who takes part in the competition. 


2.2 Competition format 


The competition consists of 2 stages: a round-robin stage and a knockout stage. The 
round-robin stage has 3 rounds, the knockout stage consists of the semi-finals and finals, 
for a total of 5 rounds. 


2.2.1 Round-robin stage 


During the round-robin stages, teams are separated into 2 pools A and B. The top 4 teams 
during the qualifications are randomly divided in 2 groups of 2 teams which are placed in 
the 2 different pools. The bottom 4 teams are placed randomly in the 2 pools. 


Each pool will have 4 teams. Each team will fight each of the other 3 teams in their pool 
once, hence a total of 3 battles. 


For each victory, a team earns 3 points. A tie is 1 point, a loss 0. After 3 rounds, the top 2 
teams with the most points in their respective pool advance to the semi-finals. 


In case of tie, the team with the most matches won advances. If a second tiebreaker is 
needed, it is the team with the most judge votes accumulated (see judging section 
below). 


2.2.2 Knockout stage 


The knockout stage consists of the semi-finals and finals. The best team of pool A will 
fight the second best team of pool B and vice versa. The winners of both battles will then 
advance to the final. Whoever wins the final is the champion! 


2.3.1 Battle format 
The battle format is same during the round-robin stage and the knockout stage. 


It consists of 3 matches: 2 singles (1vs1) and 1 double (2vs2). Each of the single matches 
will have a theme, selected at the start of the battle. Once the themes are decided, each 
manager then has to secretly send their lineup to the organizers. A lineup consists of 
assigning spinners from the team roster into the 3 different matches (2 spinners for the 
double, 1 for each single). Therefore, 4 spinners are used per battle. Since a roster has 6 
spinners, 2 spinners will not participate in a battle. 


Each match is then judged. The team who wins the most matches wins the battle. If there 
is a tie (possible since matches can be tied), a tie result is awarded. 


2.3.2 Single match theme 


A theme is assigned to each of the single matches prior to the start of the battle. Managers 
can then form their lineup according to the themes drawn. Please note that the theme is 
not the only thing considered in judging. Combos should respect the theme as much as 
possible but also be solid in other judging aspects. 


Two lists of themes are provided in advance prior to the start of the competition. For each 
battle, one theme from each list is randomly selected and assigned to each of the two 
single matches. The technical list contains themes which are related to execution, 
technique and performance, while the artistic list contains themes on various pen 
spinning concepts and ideas. 


Technical theme list Artistic theme list 


Creativit 


Difficulty 
Body and environment 


Here is a short description of each theme, along with an example: 





Speed: A good speedy combo is fast and uses speed to enhance the appeal of the combo 
and the tricks used. 


Example: http://www.youtube.com/watch?v=njpj_ uQXQOA (Dongza) 


Smoothness: A smooth combo is executed such that tricks flow one into one another 
without any unwanted interruption. 


Example: http://www.youtube.com/watch?v=5cJaGal QExc (Taeryong) 


Difficulty: A difficult combo contains tricks with a high risk executed without fault. It 
can also contain difficult transitions between tricks. 


Example: http://www.youtube.com/watch?v=WvI1W7dEgmA (Spinnerpeem) 


Control: A controlled combo is one where the spinner is able to keep his hand steady 
even while executing difficult sequences. The spinner should demonstrate confidence 
while spinning. The pen and the hand also need to stay on-screen. 


Example: http://www.youtube.com/watch?v=YqAaJ6_jqmk (Supawit127) 
Variety: A varied combo avoids the use of repetitive sequences (“spam”). The combo 


will avoid using basic tricks and replace them with interesting hybrids and other 
advanced tricks. The spinner also shows mastery of a wide range of tricks. 


Example: http://www. youtube.com/watch?v=6sgLa4OkBco (Fratleym) 





Creativity: A creative combo will explore new concepts and tricks. It will show 
surprising and innovative new ideas for the first time. It will also show ideas and tricks 
used in new situations. 


Example: http://www.youtube.com/watch?v=-Lbyo3PAHiQ (Stuhl) 


Two hands: The spinner shows mastery of both hands and is able to use them both 
effectively in the same combo. This could include using tricks that require both hands, 
raising the difficulty level of a trick by spinning on the off-hand, or use of multiple pens 
at the same time. 


Example: http://www.youtube.com/watch?v=oXhQC1nPbZO (Minwoo) 


Spinless: Spinless tricks are tricks where the pen is not spinning relative to the hand. This 
includes stalls, isolations and various other tricks and effects where the pen is grabbed by 
the hand. The combo should include some of those spinless tricks. 


Examples: http://www.youtube.com/watch?v=n_o5m7lixXg (Coulomb) / 
http://www.youtube.com/watch?v=P4a9b6QOpf3c (3Shine) 


Aerials: Aerial tricks are tricks where the pen leaves contact with the spinner and flies in 
the air. An aerial combo should include some air tricks which fit in the combo perfectly. 


Example: http://www.youtube.com/watch?v=IG0OB4_76XGc (Answer) 


Body and environment: Body tricks refer to tricks which uses body parts other than the 
fingers. This includes the whole hand, palm, wrist, arm, foot, leg, head, etc. 
Environmental tricks refer to tricks which use objects external to the spinner, such as the 
table, walls, floor, etc. A good theme which follows this theme must call on those 
elements effectively. 


Example: http://www.youtube.com/watch?v=m3Lx3BNgL8E (wey) 


2.3.3 Double match 

Instead of having a theme, the double match must feature some transitions between the 
two spinners. Note that there can be multiple transitions in the video and therefore the 
spinning can go back and forth multiple times between the two spinners. The transitions 
are only a minor element in judging. Therefore, the spinners should pay attention to 
transitions, but not to the detriment of the combos. All combos, including all the 
transitions, are put together in one video. 

Example: http://www. youtube.com/watch?v=s Vbph-WXkDY (XYZaki & Awesome) 
2.3.4 Match format 

Videos for single matches should be between 10 and 25 seconds. 


For double matches, each spinner’s total spinning time in the whole video should be 
between 10 and 25 seconds. 


Videos should be handed to the manager, who then submits the videos to the organizers. 
Videos should be new material (previously unreleased). 


2.4 Judging 


Each qualified community must provide a head judge for the main event. It is also 
possible that we request external judges from non-qualified communities. 

During the round-robin stage, judges will be asked to evaluate battles from the opposite 
pool their own team is not part of. 


During the knockout stage, only judges from eliminated communities will evaluate. 


2.4.1 Committee judging 


Each community must organize a committee consisting of at least two judges. The 
judges must discuss with each other and decide on their votes. The head judge is then in 
charge of communicating the results to the organizers. 


2.4.2 Voting 


For each match to judge, the committee must give a vote for one video or the other. The 
committee can also decide to vote tie, if the videos are even. 


In addition to the vote, each committee must write a short text explaining the decision. 
This text can be written in the language of your choice. 


2.4.3 Judging criteria 


There are no numeric criteria. Judging committees do not give points, instead they 
simply vote on the best video. Their vote must be based on: 


— Technical skills such as execution, smoothness, difficulty. 
— Artistic skills such as creativity, variety, combo structure and overall appearance. 
— Theme for single matches, transition for double matches. 


The theme is not an essential part of judging. If a combo clearly disrespects the theme of 
the match, then it must be penalized heavily in the judging. However, if both combos 
respect the theme, then it is the better combo overall that wins. If two combos are evenly 
matched in all other aspects, then it is the combo which respects the theme better that 
wins. 


For double matches, the transition is only considered a minor element. Transition should 
only be used to decide between two evenly matched videos. However, if a team makes an 
exceptional transition, then it should be considered in the judging. 


2.4.4 Compiling results 


Head judges of each committee will send their votes to the organizers. For each match, 
whoever has the most votes wins the match. For each battle, whoever won the most 
matches wins the whole battle. 


Example: There are 5 judging committees judging a battle Team A vs Team B. The battle 
contains 3 matches. 


For the first match, the 5 committees voted A, B, B, A, A. Therefore A got 3 votes, B got 
2 votes. A wins the first match 3-2. 


Similarly, the second match goes to Team B 5-0 and the third match 4-1 to Team A. Then 
Team A won 2 out of 3 matches and wins the battle. In total, Team A received 7 votes in 
this battle, Team B 8 votes. 


Team A wins 3 points for the victory, Team B receives 0 points for the loss. 


The votes of every committee will be revealed publicly, along with their text 
explanation. 


2.5 Schedule 


Each round should last approximately 1 month. At the start of the round, the themes for 
the matches of each battle are determined. The managers then have 1 week to send the 
lineup for the battle. They then have 2 weeks to send their videos. Finally, 1 week is 
given to the judges to hand in their decisions. 


